_ # MARTIN KING 


: Fo 3 3 ae | 
, ‘ : / ; ye Ff R 7 é 
wG > [PETER B.GILUS 


> DAVE COOPER 
Bans 


mayan 


--LOOK 
AT ALL THis 


STUFF 


S- “=e Tape! 
ae aE 


fom 
(>t 
ie. 


NAO" 
‘m\ 


of 
: tf) AND THE 

~~ RESTORER OF 

—j CIVILIZATION 

TO THE POST- 


WHY YOU-- 


yOu ARE 4a 
THE HEART AND SOUL OF THIS 


GIANT BiOBORGS WITH WHICH 
THE CRYPTIC ALLIANCES 
FIGHT FOR THOSE 
RESOURCES! 


BUT THE CRYPTIC 
ANCES: THE RAYZORS. 


THEM ALL AND THE SLU6NOIDS 
SEEK TO DOMINATE THEM ALL 
FOR 


GAIN, FOR COMMERCIAL A 
--CIVILIZED, LIMITED (iF RUTH- 


BORGS THEMSELVES 
/ ee 


: 
| 
é 


AILLED, THE 


YAND 


— Tr 
“TICS 


Tn ye 


Ie 
_ 


N 

SLES 

qysisiai8 ab ' " is 
et 4 x 
7-2\ S 


oe. 


of (vo: a =p i> 


“HOW CAN A DAY 


THAT BEBAN SO 


BIOBORG 
CONFIRMED 


YOU JOIN THE BATTLE. GRUZ 


AND T ARE GETTING HUNGRY. 
HUNGRY FOR You! 
+ > .\ 
\ 


_— 
la’ ZING 


— . 

, ‘ 
— 

K We 


fh >= i 


Ch ey/fi Sy Vee 
Vere 


BAD 
BREAK. 


60,LOVELY NATASHA WITH \__ 


oe CITY /$ PERHAPS THE MOST 


os 


oF | 
VA "(a j PAS “i 
ON ey _ hg 
J A \ » ice 


AND 

GOTTEN 

HIT (7 BIG--EVERY- 
BODY'S EM f 


‘4 


| 
’ J Ca 
7, Q ; Y 
df ai" sar 
ara = 
| sere 
4 '. 
‘ss oe 
oe 
7 
z 
' 


CEYS ry 4 ) = 
“1 
' Ss = 
. : S FOWLOTE 
:. EO = 


4, 
h 
‘OF COURSE, 
BE 


ee 
Pig 
4 “se i 
k 


<A 
-, na 
re i 
—_ J | 
—< 
SILA TS 


/f 


Ed 


ere 


“NIGEL INKSTAMP 
BLOODY BATTLEBONE--!” 
XN 


F i 


* VR awe: © 
SORES 
ALARM 


Ure 
eoals 


‘ ‘ ~ 
~-$0 TLL TAME YOU TO WHERE I THINK NATASHA 
1& GOING TO B& IF YOU'LL LISTEN TO WHAT T 
HAVE TO TELL YOU, BUT YOU'LL HAVE TO COME 
WITH ME BY A ROUTE THAT TAKES LONGER THAN 


WHAT DO YOU WANT, NIGEL ? MY CONTRACT 
WITH YOUR LAB RAT BUDDIES 16 PAID OFF/ 
AND WHERE IS THE FERLINGHETT) ALFREDO? 


Varn 


IT SHOULD AND 16 NOT THE QUICMEST WAY THERE, 

| 62 We Have To HuRRy $0 AS NOT TO Miés 
7 | He READING Since WHAT I HAVE TO TELL You 
|] |S COMPLEX AND THE READING WILL ALNOST 


| be oven by me TMG we cer THERs 


. 
~~ 
PELIDED TO WAIT, AND I WAG RIGHT AND r 
SHE ISW’T HEAE AND YOU ARB. HELLO, JON. THINKING RIGHT NOW, BUT IT (5 IMPORTANT-- fr | 


TO BNO THE PREE-AGENTING OF U6 
BIOBORG HANOLERE AND MAME U6 
PART AND PARCEL OF THE ALLIANCES-~ 


HEARD YOU 10 PRETTY WELL AGAINST 
MY ARCH-ENEMY OUT THERE ON THE 
Bié NADA, LITTLE JO! 


KE 
: N 
7\ . 
HELLO 
a 200r€ | 
RIDOLEY. J 


SHE'S THERE! 
THERE SHE 16! 


andl 
I> 


C=» 


AND FURTHER To CEMENT THE RELATIONGHIPS 
OF THE ALLIANCES THE GAMMARAUDERE CONSIDER FRIGNOLY jin preiny H 
TO GAWMARAUDER IDEALS, THEREBY ENDING THE CHAOS OF CURRENT COMETHING VERY 
VENTS. AS A MATTER OF FACT THAT 16 THE EXPLANATION, AND Bi6, NIGEL. T-- 
TOGBTHEA WITH MENTIONING THE FACT THAT THE SL.U6NOIDS ? - 
566M TO BE UP TO ZOMETHING VERY BiG ACTUALLY 


kf 


——— 


WHAT SAY WE 60 AND GRAB A 
COUPLE OF CASES OF BREWSKIS VO 
AND CELEBRATE ANOTHER BATTLE |e 
FOUGHT, ANOTHER BLOW FOR THE J, ™ 
LIFE THAT ONLY THE FEW, THE - 


b ( 

ie “a 
PD ~=LISTEN, RIDPLEY--I-- 
LOOK, I REALLY CAN‘T--L DON’T 


HAVE--THERE'S NOT A LOT OF-- 
WILL YOU PLEASE LET ME-- 


> 4 
DQO0000006 fe 


SEEMS TO ME YOU'RE NOT 
EXACTLY DOING RIGHT BY 
A TRUE- HEARTED HANDLER! 


pa 
Va 
~w SF 


Pee 
<0) ae 
5%, 

eX 


¥ ‘ | : P id S 

| i at 

ig : » E ae) On re \ 
bh) i= qe” P 


~ N 
Mp? ee 


y a ey ee 
aa - 
id ras eA 
- Eset, : am Dy sen XN 
[ “<s5 mesy ~ "2? \s \ 
/ a = a 4 
C / MS > 
/ \ a) (ma ey |: ~ a AZ ~ 
: = mi CALA ( i 
: 2 I} i - , . 
} fo ' 
oe 


NOW REALLY, FOLKS--ARE WE GOING TO HAVE TOGO 
THROUGH SOMETHING LIKE THIS EVERY TIME THERE'S 
A BiG POD STRIKE OUT ON THE BI6 NADA? 


AND THIS TIME 
YOUR EMPLOYERS ARE 
Z NOT GOING TO BAIL 


‘TL BE BLIPPED 
--CELL DOOR I$ 


OPEN! THAT 
TAKES SOME 


“AND I'VE GOT 70 GET THAT 
TREBLE FIXED ON THE RECEIVER 
--WHAT WAS THAT AGAIN #7 


HURRY! THE 
SLEEP VIBRATION WILL 
WEAR OFF S00N, ANP 
THEY’LL DISCOVER THE 

USE OF My KEY’ 


CIVILIZATION 
DEPENDS ON 
YOUR SPEED! 


O 


LOLI 

LOOTKK o¢, 

ALR KI 

RO wate’ PRR 
ee 


JI hie 
ie 
Lae 


We 
CRETE, 


--I’VE GOT MY |/ , 
PRIORITIES! J / 
iy 
j 4 


Maur “ 
fa’ in 
SORRY, 
BuO? Y-- 


4 eae | 


ie NEVER MIND/ 
S| | I’LL BE THERE 
IN A SECOND/ 


» 


“A, \ 


£ 


. —— Cth ; 
>) 
wi ° 


THIS 1S TERRIBLE, 
FOLKS! DRIVEN TOA 
KILLING FRENZY BY 
THE DEATHS OF 
THEIR HANDLERS, 
THE ARE 
TURNING DODGE CITY 
INTO A BLOOD-SOAKED 
GRAVEYARD IN THEIR 


re) 


3 


\ e THE ORB-- 
\ & ITS BEGINNING 
TO 6LOw--/ 
Y 


MARCH -- SOMETHI 
EVIL~-EVIL AT THE 
CENTER-- 


EVIL AT THE--” 


fi 2 oN = 
(Qi. AUBA ed ad 


e& ame 


A 


= 
dh) 
ni 


(rt TUS 
; \\ y . 
UNI = = 


CSOMIG 


Pretty weird, huh? Welcome to the 
first issue of the GAMMARAUDERS 
comic. Hope you enjoyed it, and here to 
make it even more interesting is a 
special mini-game designed by Zeb 
Cook of TSR. Have fun and see you next 
month. Until then, you will have plenty 
of time to drop us a line letting us know 
what you think. 

—Barbara 


(Now, just how is this thing supposed to 
work? Blast! You never can get these 
factoids tuned in right ... maybe if | just 
give it @ good kick right there 
>THUNKI< Look, Ma, this thing's final 
working!) 


Greetings, Citizens of Earth, | am 
Major Zeb of the Gammerauders 
Science Patrol. We are pleased to beam 
you this first transmission from 
Gammarauders Central. Through our 
transmissions, we seek to enlighten you 
regarding the world of Gammarauders. 
To that end, the factoids have unearthed 
an ancient form of education from the 
Golden Age—the roleplaying game. 
Although | am uncertain of its educa- 
tional value since it seems too much like 
entertainment, the Congress of 
Gammearauders has got it into their 
heads that we have to do this. There- 
fore, following schematics and 
diagrams prepared by the factoids, we 
offer you the GAMMARAUDERS™ 
(Extremely Tiny) Roleplaying System, 
explained in four tiny installments. 


The GAMMARAUDERS 


oe 


According to the factoids, the first 
thing I'm supposed to do is explain what 
roleplaying games are all about. It's 


shot whom and settle arguments and 
the like. 
The first rule you need to decide is 


make up stories and decide all the things 
the rules don’t decide. If you don’t want 
to be the Boss, get one of your friends to 
be the Boss. Everyone who isn't the 


BOOK 


Boss is a Player. 

The second rule is that everyone who 
is not the Boss must create a Character. 
Characters are imaginary persons in the 
game who are controlled by the Players. 
Each Player gets one Character. The 
Boss does not get a Character (don't 
worry, he gets the Supporting Cast). In 
this installment we show you how to 
create Characters. 

But what does your Character do? 
After much discussion, the factoids 
have convinced the Congress that a 
Character should be one of those 
lawless representatives of our society, 
the remnant of earlier times, the 
Bioborg Handler. (I personally felt the 
Character should be a force for order 
and society—the official Gammaraud- 
ers Patrol—but the factoids’ data show- 
ed that roleplaying learning mechanism 
requires the Character to have a signifi- 
cant destructive potential!) 

To create a Character, you will need a 
pencil, a piece of paper, and dice (the 
normal kind, numbered one to six). 
Then, all you have to do is follow the 
steps below, making decisions as you 
go. To assist you, | shall provide ex- 
amples from some of our more 
notorious crop of Bioborg Handlers. 

Step 1: Decide if your Character will 
be male or female. Choose what you like 
because it doesn’t matter, anyway. 
Write down your choice at the top of 
your sheet. Natasha is clearly female. 
Jok is not. 

Step 2: Write down the ability names 
listed below on your sheet: 

Style 

Rumble 

Bod 

Control 

Abilities are the things that tell you 
what your Character is like. Each ability 
is rated from 1 to 6. A 1 means you're 
just not very good in that area. A 6 
makes you about the best there is with 
that ability. 

Science is your understanding of 
things—well, scientific. Nigel Inkstamp 
Battlebone has an excellent Science 
score. Unfortunately, as we will next 
see, he has virtually no Style. 

Style is your ability to make an 
impression on others, the way you want 
it to be made. Nigel certainly makes an 
impression, but almost never a favor- 
able one. Slash and Natasha have quite 
a bit of Style. Jok has some, but it isn’t 
exactly oozing from his pores. 

Rumble is your skill in a fight. Riddley 


is @ pretty good fellow to have in a fight. 
So is Slash. 

Bod is your muscles and size. Let's 
face it, Riddley almost tops out the scale 
here, while Nigel comes in at the low 
end. 

Control is your ability to keep your cool 
commanding your bioborg in the heat of 
action. Natasha has control. So does 
Slash. Jok is improving his with prac- 
tice. 

Step 3: Determine your ability scores. 
Each ability starts with a score from 1 to 
5. You get this by rolling one die and 
ignoring 6. Roll up 5 different scores and 
note them on your paper. Don’t worry 
about their order yet. 

Step 4: Now match your scores to your 
abilities. You get to choose which 
number is assigned to each ability. As 
you do this, you are making decisions 
about what your Character will be like. 
Do you want a strong, not-too-bright 
oaf? Give your highest score to Bod and 
low scores to Science and Style. Is he all 
brains and no brawn? Make Science 
high and Rumble and Bod low. Is he a 
brilliant bioborg handler? Make Control 
the highest score. 

Step 5: Now comes the hard part— 
you must decide a Complex for your 
Character. Everyone has complexes— 
it’s in all the writings of the Golden Age. 
There are neuroses, psychosis, every- 
thing. Look at the works of the Golden 
Age geniuses—Dr. Spock, Werner 
Erhardt, Dr. Joyce—they say everyone is 
messed up, so it must be so. Of course 
some, like the Bioborg Handlers, exhibit 
more pronounced problems (unlike 
stabler members of society who have 
joined the Gammarauders). 

For example, Jok is hopelessly infat- 
uated with Natasha—that’s a problem. 
Riddiey has an obsessive hatred of 
Slash. Slash generally hates everyone. 
(Now, is that a complex or what?) 

So, choose a complex for your Char- 
acter. It can be anything you want. 
Perhaps he can't abide the color red. 
Maybe she is touchy about her height. 
He could even loathe his own bioborg, 
forever envious of the fine creatures 
other handlers have. Choose some- 
thing you can have fun with. (Remem- 
ber, this is a learning tool and, if nothing 
else, you will learn that those irrespon- 
sible Bioborg Handlers only live to have 
fun, unlike us serious-minded members 
of the Gammarauders Science Patrol.) 

After you have chosen a complex, roll 
one die and write the number after it. 
This tells you how strong your complex 


is. A low number means you can pretty 
well deal with it when you have to. A 


high number means the exact 
opposite—you tend to do irrational, 
stupid things when in situations where 
your complex applies—just like those 
Bioborg Handlers. (Say, the factoids are 
right. This just might be a learning tool!) 
Step 6: Decide all the other stuff, like 
appearance, dress, accent, and any- 
thing else that seems interesting. 
When you finish, you should have a 
character that is something like this: 


Jok Tadsworth, Freelance Handler of 
Hoag the Kangaroid 
Science: 2 


Complex: Hopelessly in love with 
Natasha (who generally thinks he’s an 
idiot)—5. 


Personality: Jok is an honest, good- 
hearted, well-meaning kind of guy, who 
happens to be as lazy and irresponsible 
as he can get away with. Unfortunately 
for him, his sense of justice and do- 
goodism keeps getting in the way of his 
plans. 


Or you might have a character like this: 


Nigel Inkstamp Battlebone, former Lab 
Rat and current Handler of Dweemish 
the Hamsterian 


Complex: Doesn't fathom most basic 
human emotions—3 


Personality: An egg-headed little nerd 
who can't speak in words of less than 
five syllables, he is generally naive. 
Small and scrawny, he stays alive by 
packing a device for every occasion. 


Next time: More secrets revealed in Bio- 
borgs, Factoids, and Neat Stuff! 


We at TSR freely admit we do not have 
all the answers on what role playing is 
or isn't. On the other hand, few orgdn- 
izations role play more or better than the 
Creative Services Department at TSR. 
Probably half of the readers of this 
excellent comic know what role playing 
is all about. All of you knowledgeable 
people shouldn't bother finishing this 
article. For the rest of you readers who 
haven't played a role playing game, let 
me take a bit of your time and tell you 
what this type of game is all about and 
why 10-year-olds, 20-year-olds and 
even ancient 37-year-olds like myself 
are into role playing and spend a great 
deal of their valuable spare time on this 
activity. 

Role playing at its simplest is putting 
yourself in someone else's shoes. It's 
the act of taking yourself out of the real 
world and playing at being someone 
else. The fun you have at this activity 
increases with the amount of imagina- 
tive effort you put into your character. 
Almost all of us have imagined our- 
selves in the role of a favorite actor or 
actress in a major movie. That is role 
playing, but it is playing where you can’t 
decide what happens to you. Now 
imagine the experience when you can 
place yourself in a movie and affect the 
outcome of the action, and then you 
have the appeal of TSR’s brand of role 
playing. Take, for example, the possibil- 
ity that you are interested in everything 
having to do with James Bond and being 
8 secret agent: you have read all the spy 
books you can get hold of, you have read 
all the comics and seen all-the spy 
movies you can possibly see. Now you 
can take that interest and pick up TSR’s 
TOP SECRET/S.I. role playing game and 
do things like track down the enemy's 
secret weapons or look for Russian 
secret bases in the Mediterranean or 
discover a foreign agent in your home 
town. 

It can be said that a role playing game 
exists for almost every historical or 
futuristic time period imaginable. TSR is 
the leader in presenting new and inter- 
esting role playing games, but there are 
over a hundred other companies pro- 
ducing role playing games. TSR’s list 
includes the following: 

Fantasy: DUNGEONS & DRAGONS and 

ADVANCED DUNGEONS & DRAGONS 

— and Secret Agents: TOP SECRET/ 
tf 

Science Fiction: GAMMA WORLD and 

STAR FRONTIERS 

Wild West: BOOT HILL 

The Roaring Twenties: GANGBUSTERS 
These are but a few of TSR’s role play- 


SR Worlds 


ing products on major themes you can 
see in the movies or read in books. 

Why are one million plus people into 
role playing? A good part of the appeal of 
role playing is the sense of achieve- 
ment you get when your favorite char- 
acter does well in the game. Imagine 
yourself (as thousands do every day) a 
simple magic user in a middie ages 
world filled with knights in shining 
armor and hills where dragons live 
guarding their caves piled high with 
treasure. Being a simple magic user, 
you have the ability to cast a magical 
spell or two and you are smarter than 
the average person around you. You see 
other wizards and powerful mages 
living in the same town. They have such 
things as magic carpets and hundreds of 
servants and you naturally want all of 
that for yourself. All you have to do to get 
such wealth and experience is find a 
way to sneak into some of those dragon 
caves and come away with a little of that 
treasure, but dragons are pretty tough. 
To take on a monster like a dragon you 
have to have experience in ‘monster 
fighting and quite a lot of magical power. 
So you begin your adventuring career 
and eventually you are strong and smart 
enough to take on dragons. By that time, 
you have 4 reputation as respected as all 
those wizards you admired from afar ... 
that’s all there is to role playing and 
that’s what millions of players do all the 
time in the many types of role playing 
games. 

The best way to learn how to role play 
is to find others who already know how 
to play the game. That's the way | 
learned and it’s the quickest and most 
enjoyable method. The next best 
method is to pick up a set of rules 
designed for the first-time gamer. TSR 
makes the DUNGEONS & DRAGONS 
Basic Set. This game is specifically 
designed to help the new player get into 
the game. There are lots of beginner 
game sets like that on the market. A 
third way to find out about role playing is 
to attend a gaming convention in your 
area. Hundreds of gaming conventions 
are held throughout the year. Just look 
for ads for them, then go over and dis- 
cover the fun of role playing. Lots of 
luck! 

—Jim Ward, TSR Inc. 


DUNGEONS & DRAGONS, ADVANCED 
DUNGEONS & DRAGONS, GAMMA 
WORLD, STAR FRONTIERS, GANG- 


BUSTERS, TOP SECRET/S.I., and BOOT 
HILL are trademarks owned by TSR, Inc. 
© 1988 TSR, Inc. All Rights Reserved. 


